ABSTRACT
The successes and failures experienced by innovative companies moving learning and development into a virtual environment that is easily and in expensively accessed via the internet are laying the ground work for addressing training for the members of a workforce raised playing computer games. The combination of media hype and questions of stability and meaningful application of these environments will keep many companies from exploring the possibilities in the very near future, but the explosion of possibilities for using virtual worlds in certain areas of corporate training is inevitable.
The powerful impact of growing numbers of employees for whom training via technology is second nature will drive the increasing exploration of virtual worlds for collaborative, constructivist learning --something corporate training and development professionals cannot ignore.
The Growth of Learning Technologies
Since the 1990's, the growth of technology-enabled training, usually referred to as online learning or e-learning as it moves to the Internet, has been driven by the demands of business and rapidly improving technology solutions. Corporations require that their geographically dispersed employees learn new skills and knowledge quickly and inexpensively in order to address competitive pressures in the marketplace. Increasing bandwidth and faster computers helped traditional corporations move online learning from computer-based training (CBT), loaded on individual computers, to web-based training (WBT), deployed via the internet and frequently accessed from a learning management system. Over time, however, the lack of human interaction and feedback found in many e-learning courses has resulted in some companies moving to blended learning solutions and onthe-job learning to incorporate a more personal, human element into technology-enhanced learning. 
Virtual World Terminology
Before discussing the current and future state of virtual worlds on corporate training, it is important to be aware of the terminology that has grown out of virtual worlds, specifically metaverse, MUVE and MMORPG. It is also critical to understand that while these virtual environments grew out of computer games, some of them cannot be defined strictly in terms of games. why would anyone want to move to an imaginary space to learn when they can do the same thing in reality? This is usually followed by an observation that it looks like a game, so it cannot be viable for corporate training.
MUVE

Multi-user virtual environment
However, there is a growing number of training and elearning professionals talking about using virtual worlds for training and development. Some of the many benefits 
Sense of Community and Collaboration
The power of social networking and its impact on learning has exploded with the growth of Internet technologies. 
Conclusion
There is no question that there are significant barriers facing corporations interested in exploring a MUVE like Second Life (Berge, 2008 to blow over, will realize they need to jump on the virtual world learning bandwagon.
